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PennImmersive Year in Review: 2017-2018
Description
In the 2017-18 academic year, the Penn Libraries launched PennImmersive — a community-led research
project to explore the potential applications of virtual reality (VR); augmented reality (AR); and 3D
modeling, scanning, and printing in teaching, research, and learning. The Libraries’ role was twofold: to
provide campus-wide access to immersive technologies, and to convene the community. This report
provides an overview of the PennImmersive project during 2017-2018.

Disciplines
Library and Information Science

Creative Commons License
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2017-2018

PennImmersive

The Year in Review
In the 2017-18 academic year, the Penn Libraries launched
PennImmersive — a community-led research project to explore
the potential applications of virtual reality (VR); augmented
reality (AR); and 3D modeling, scanning, and printing in
teaching, research, and learning. The Libraries’ role was twofold:
to provide campus-wide access to immersive technologies, and
to convene the community.
Throughout the academic year, a diverse, generous, and loosely
connected group of students, staff, faculty, and alumni came
together to design PennImmersive and to participate by:
• Attending workshops, demos, and events
• Presenting their use of immersive technologies
• Connecting to colleagues at other institutions
• Researching immersive scholarship
• Creating immersive content and prototypes
• Discussing challenges, opportunities, implications
• Collecting, analyzing, and sharing feedback

PennImmersive Goals
Defining Success

Provide concrete examples and case
studies across disciplines

Experience and create immersive content

Learn from other institutions and
organizations using immersive techs

Be in a better position to rethink
pedagogy and learning spaces

By the numbers
Events

Events were key to engaging the community
and allow people to see, try, and create
content with immersive technologies firsthand. Throughout the year the Penn
Libraries provided or co-sponsored a number
of individual and group learning
opportunities. More than 425 people
attended 45 events at the Penn Libraries.

Flagship Events:
• Summer ‘17 Tech Open House
• Fall ‘17 Symposium
• Fall ‘17 Technology Open House

Ad hoc planning meetings were used to develop our goals and activities for each semester

Others in the PennImmersive community
also hosted events. For example, the student

We estimate throughout the

• Spring ‘18 Alumni Event

PennImmersive club organized a highly

year, approximately 700

• Spring ‘18 XR Day

successful, well-attended XR Day. Other

people were involved in

schools and departments held events
specifically related their interests.

PennImmersive.

Communications
One aim of PennImmersive was to enable community-learning. We
wanted people to participate in events when schedules allowed and
to continue learning “offline” as their interest permitted. Therefore,
we created a listserv and blog that served as the backbone of
communications, which yielded these interactions:
• More than 280 PennImmersive listserv members
• 30 blog posts with more than 4,000 views
• 465 CC-licensed photos from events, posted on Flickr
• More than 150 Tweets tagged #PennImmersive

Research Literature
A core strength that librarians brought to this project was the ability
to search the Penn Libraries’ vast resources effectively and
efficiently. As a result, we now have a publicly accessible collection
of citations organized by discipline and vetted by our own librarians.
• Open Zotero Library of 127 librarian-selected citations
Penn Alumni Club of Philadelphia at Penn Libraries in Spring ‘18

Immersive Technologies at Penn Libraries
When PennImmersive first launched, the Penn Libraries already
provided immersive technologies to the community, yet few people
were fully aware of them. One goal of the project was to bring to light
the resources available to the campus community. Below are
technologies available for use or for borrowing from the libraries.
3D Printing
at Biomedical Library and Education Commons
• MakerBot, Ultimaker, gMax, Formlabs Form 2, Stratasys, Zyxx Pro

3D Scanning
at Fisher Fine Arts Materials Library

Virtual Reality
at Vitale Digital Media Lab; some at Education Commons
• Oculus Rift
• Oculus Go
• HTC Vive
• HTC Vive Pro
• Google Cardboard Headsets

Augmented Reality
at the Vitale Digital Media Lab
• Microsoft HoloLens
• ZapBox Augmented Reality

• ARTEC Space Spider, Eva, Leo

Software
VR Cameras
at Vitale Digital Media Lab
• Theta V 360 4K, Insta360 Pro 8K camera,

Lenovo Mirage 180-camera

• my.zap.works (mobile AR development for class demos, workshops)
• Adobe Premiere ( for editing 360 video content)
• Unreal Engine & Unity
• Consumer VR software (simulations, educational experiences,

games, art creation, etc.)

Immersive Technologies in Courses
During the year, we collaborated with and provided support to
faculty and students using 3D modeling, scanning, printing, as
well as AR and VR in the following disciplines:
• Archaeology
• Architecture
• Anthropology
• Classical Studies
•Cinema Studies
•Education
•Theater Arts

Penn in Kenya Summer Program
Taught by Peter Decherney

ANTH 127: The Material Past in a Digital World
Taught by Peter Cobb

THAR 130: Introduction to Theater Design
Taught by Eric Baratta

ARCH 737: Semi-Fictitious Realms
Taught by Chris McAdams

Immersive Technologies in Research
Two collaborators who generously shared their time,
expertise, and research projects with us were Alex Miller
from the Perelman School of Medicine’s Neurology Virtual
Reality Lab (shown left), and Marion Leary (following page),
from the Perelman School of Medicine’s Center for
Resuscitation Science and the School of Nursing.

Perelman School of Medicine Neurology VR Lab

Using AR and VR to improve CPR training and outcomes

Contributors and Collaborators
We are grateful to the many people who shared their time,
curiosity, expertise, and energy. We hope this list helps the reader
appreciate how distributed and far-reaching the initiative was.
PennImmersive Student Group (formerly

Center for Teaching and Learning

the VR/AR Club)

Price Lab for Digital Humanities

Student Committee on Undergraduate

Weingarten Learning Resources Center

Education
FilmAid Student Group
Penn's Medical Emergency Response
Team Student Group

Wharton Computing
Penn New Media Communications
All 12 Penn Schools
Penn Teach-in 2018

PhillyByDrone
Penn 2021 Class Board
Alfred West Jr. Learning Lab at the

Penn Alumni Club of Philadelphia
BlackStar Film Festival 2018

Penn Neurology VR Lab

Monument Lab

Penn in Kenya program

University of Oklahoma Libraries

Gorman Cardiovascular Research Group

Penn State Teaching and Learning with
Technology

of Anxiety

Adobe

New Student Orientation

Dell

Penn Global ISSS
Penn Museum
Information Systems
and Computing

University of Oklahoma Visualization Lab

TEDxPenn

Wharton School

Penn Center for the Treatment and Study

Penn State IMEX Lab

Google
Lenovo
Microsoft
Nvidia

Penn XR Day Organizers

Reflections
At the close of the year, we invited PennImmersive community
members to comment on what they learned and to share their
thoughts about the value of the initiative.

Community Reflections
I learned that there are
a lot of inspiring people across the Penn community
who are motivated to affect positive change not only in
their respective schools but the Penn community at
large and I'd say even the global community. I think we
also learned that there needs to be a lot more training
for these tools to be really effective.

I learned the real potential of
virtual reality as not only a teaching tool, but as a
healing tool for humanity (recovery from strokes,
teaching students about refugees, etc.) During a
time where we sorely need people to understand
what it is like to walk the path of another different
human being, technology is offering that
opportunity.

There is incredible work happening at Penn although distributed widely.
Students are an amazing source of knowledge, energy, and inspiration.
There seem to be very few courses where people can formally learn
design/production skills for immersive techs.

The Library is the perfect place to share expertise
and equipment across the University, and I hope that this
type of engagement will increase substantially
over the coming year.

Collaboration is key for successful implementation and development.

Tereza Nemessanyi keynotes the Fall ’17 PennImmersive Symposium

Fall ’17 Tech Open House

Penn Alumna Testing Oculus Rift in 116 Weigle Information Commons

Recommendations
For the 2018-2019 academic year

Share Stories

Document Penn examples and case studies

Build Capacity

Develop skills in immersive storytelling,
interaction design & 3D modeling

Widen the Lens

Include the mixed reality continuum
of immersive experiences

#FutureTech Model

Learn faster, better, and smarter together

3D scanning the Sphinx in the Penn Museum

1. Share Stories

PennImmersive to encompass the mixed reality continuum of immersive

There is a substantial amount of immersive content creation and use

learning and robotics as well as the study of emerging competencies

at Penn in teaching, research, and learning. Documenting Penn-

experiences. This reframing makes possible the inclusion of machine
related to programming, algorithms, and blockchain, to name a few.

specific examples and sharing stories to inspire more people on
Mixed Reality Continuum1

campus is a future priority.

2. Build Capacity
We need more capacity at Penn to develop immersive content. Many

Virtual

Augmented

Augmented

Tangible

Reality

Virtuality

Reality

Computing

SYNTHETIC
WORLD

PHYSICAL
WORLD

faculty, staff, and students have ideas for immersive projects but lack
the expertise, experience, or staffing to realize them. Foundational
skills in the following areas are recommended: immersive storytelling,
immersive interaction design, and 3D modeling. To the extent we can
provide opportunities for the community to build or enhance their
skills in these areas, we will create greater capacity on campus.

3. Widen the Lens

4. #FutureTech Model
The open community research project approach worked well for
PennImmersive. This may be due to a rapidly evolving technical
landscape, limited access to technologies and real-world academic
examples, high-demand/high-interest, and the power of networked
learning (as opposed to the learning an individual alone could achieve
in the same time). Given that changes to our technical landscape

The boundaries between virtual reality, augmented reality, and 3D

show no signs of slowing, it is in our collective interest to learn faster,

environments are elusive. Initially, PennImmersive focused on

better, and smarter together.

technologies. For example, we filed Oculus Rift under VR and
HoloLens under AR. However, as technologies evolve and converge,
we need to broaden our thinking. We propose expanding

1 Adapted

from Paul Milgram, Haruo Takemura, Akira Utsumi,& Fumio Kishino. (1995). Augmented

reality: a class of displays on the reality-virtuality continuum (Vol. 2351, pp. 2351–11). Retrieved
from https://doi.org/10.1117/12.197321

Conclusion
PennImmersive was successful and rewarding, in part, because
it was integrative, interdisciplinary, exploratory, and playful.
As a result, it brought together different people from within
and beyond Penn who shared their time and expertise to learn,
discuss, create, critique, and reflect. It embodied the Penn
Compact 2020 pillars of Inclusion, Innovation, and Impact, and
inspires us to reach higher and go farther in the year ahead.

We hope you’ll join us!

www.library.upenn.edu
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